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Abstract 
The new generation of e-learning, commonly nominated e-learning 2.0 or social e-learning, aims at eliminating physical, social 
and cultural barriers, allowing knowledge everywhere, whether being in the workplace or being at home. This allows a growth in 
the motivation and likeness for learning, shortening the distances between people by the creation of learning communities that 
share the same tastes and interests. This article proposes a model for e-Learning 2.0 that can be implemented on a social network, 
and discuss its advantages by supporting the education and training throughout life and in designing new models for distance 
learning. 
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1. Introduction 
The information society is based on Knowledge, making it an asset that probably for the first time, is assumed as 
an inexhaustible source. The limit of this resource is the limit of human cognitive development itself. This being a 
unique fact by itself in the history of the modern ages, is accompanied by one other aspect: the coexistence of the 
roles of producer and consumer. For the first time in human history each of us is both producer and consumer of one 
resource: Knowledge. 
Modern information and communication technologies for distance education are presented as a response to the 
needs of continuous specialization of human resources working on all organizational levels. 
The Internet-based technologies are geared towards teaching in open dissemination and use of the advantages that 
they bring (Castells, 2004). Flexibility in teaching as well as greater coverage that allows this type of training in 
terms of geographic dislocation of supply, have contributed to its success. 
With the arrival of Web 2.0, or Social Web, the Internet user's profile changed, making it a user with more 
critical and participative powers, able to use the technologies, services and programs, not just as consumers but also 
as a producer, in a strong and dynamic interaction, networking with other users. This sets systems to transcend mere 
use, allowing collaborative developments of new learning strategies (White, 2007). 
At a time when social networks have carved their place in the everyday life of our society, we cannot ignore its 
potential with regard to collaborative learning. To follow the acceptance, by Internet users, of these new spaces of 
communication, such as Facebook, and see if these users are also encouraged to participate and take advantage of 
these platforms as facilitators of learning, is an issue. This will allow knowing how to identify the best methods of 
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teaching and learning, namely accessing, sharing information and learning teamwork: these are the keys to success 
in the network society (Junior & Coutinho, 2008). 
This paper is composed by six sections. In the first section we present a brief introduction to the article base 
subject. Section 2 presents some concepts concerning the e-learning thematic. An approach to the Web 2.0 is made 
in the third section. In section 4 we present concepts and ideas that result from merging both the e-learning and the 
Web 2.0 concepts. An e-learning model based on social network is presented in section 5. In the sixth section of this 
article, we present some final considerations on the presented work. 
2. E-Learning 
E-learning allows to be used as a system of distance education, online only, or to support the classroom activities 
of the classrooms, expanding the interaction of class beyond space and time, face to face or to support semi-present 
teaching activities. 
Online distance learning (ODL) and e-learning are common terms, but are not synonymous. Distance education 
can be accomplished using different methods: postal or electronic mail, computers, Internet, among others, and 
techniques for communication and education strategies. It is based both on the notion of physical distance between 
teacher and students according to the temporal and spatial flexibility of the student (A. Santos, 2000). Online 
education is a form of distance education, conducted through the internet with synchronous or asynchronous 
communication and can use the Internet to distribute information quickly as well as take advantage of the 
interactivity it provides for establishing communication between people. This communication can take different 
forms: one to one communication, communication from one to many or communication from many people to many 
people. 
According to Gomes (Gomes, 2005), from a technological point of view, e-learning is associated and is supported 
by the Internet and publishing services and communication it provides, and on a pedagogical point of view it implies 
the existence of a model of interaction between teacher and student that in some cases, added a model of interaction 
between student-student. 
In the beginning there was a low use of interactive capabilities of Internet technologies that lead to lack of 
motivation and low productivity. Thus e-learning began integrating practices associated with empowerment and 
interaction between the trainees to improve their effectiveness. Distance learning should be more than the 
technology itself or the content it carries. It should also concentrate on vital factors for success which include 
creating a learning culture, support the preparation for a real leadership, developing a sustainable business model 
and the full support of any institution to change. 
3. Web 2.0 or Social Web 
The term Web 2.0 or Social Web is used to describe the second version of World Wide Web where there is a 
tendency to strengthen information exchange and collaboration between users and virtual services. Web 2.0 supports 
itself in several tools and core technologies, of which the following stand out (Alexander, 2006): 
 Blogs:  is an abbreviation for Weblog. Any frequent registry of information can be considered a blog. Most 
people use blogs as personal journals, but a blog be used for various purposes. One advantage of 
blogging tools is to enable users to publish their content without technical expertise (Eastin, Daugherty, 
& Burns, 2010); 
 Wikis: Web pages are shared by a community of users that can be changed by all users with access rights. 
When used on the public internet generated phenomena such as Wikipedia, which is an online 
encyclopedia written by readers, or used in business, wikis can be an easy choice to support and 
expedite the exchange of ideas between groups of people involved in a Project (OxfordDictionary, 
2011); 
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 RSS (Really Simple Syndication): is a way of forwarding information through the Internet that consists on 
a combination of "pull" technologies, where the user requests the desired information and "push" 
Technologies, which allow to automatically send information to a user (Alexander, 2006); 
 Tagging: is basically a Web 2.0 version of lists of favorite sites that offer users a way to associate keywords 
to words or images they think are interesting on the Internet, helping thus to categorize them and 
facilitate their availability to other users (Eastin, et al., 2010); 
 Social Networks: are communities where people can establish contact and interact with each other on a 
given subject or simply being interconnected online (Murray & Waller, 2007). 
According to Alexander (Alexander, 2006)
components. In this group we can include blogs, wikis, social networks, podcasting and some other collaborative 
technologies.  
By analysis, from several points of view, all the evolutions we have witnessed allow us to anticipate the 
emergence of a significant number of new tools and technologies, that will be closer to the end user. This also 
allows predict a transfer of responsibilities for learning and teaching for this type of Platforms. 
4. E-Learning and Web 2.0 
E-learning on the Web 2.0 or e-learning 2.0 can be characterized by a greater autonomy of students in the pursuit 
of knowledge, in the exercise of the contradictory and the strong and intense interaction with other students and 
teachers. This active learning, based on the creation, communication and participation in communities is very 
suitable to the current student profile, who is mostly an advanced user of the Internet and an active participant in 
social networks. 
In this form of learning, a shift of the control to the students is evident, in pedagogical approaches focused on 
them and their expectations, needs and characteristics (Mota, 2009). 
In 2004 George Siemens (Siemens, 2004) 
thus learning is the ability to build these networks and circulate in them (Downes, 2007).  
It is in this environment where the learner is at the heart of everything, the embryo of the what would be shortly 
thereafter called  personal learning environment (Personal Learning Environment) was created. 
In this context it is possible to consider new scenarios for e-learning. These scenarios include the replacement of 
traditional platforms to support teaching and learning (LMS) through other platforms with different architectures in 
which students can use the tools with which they deal in a daily basis to communicate and interact in non-formal or 
informal and even playful way. 
E-learning enables the creation of more personalized learning environments and adapted to the style of each 
student; it allows  the teacher / tutor to have at his disposal an array of free tools for communication and learning 
support, also promoting the integration of the group in virtual communities that share the same interests and needs 
(Junior & Coutinho, 2008). According to Downes and Alexander (Alexander, 2006; Downes, 2006), e-learning sees 
the Web as a space for participation, sharing and collaboration, an open door to build more open and flexible 
learning where the learner builds and rebuilds his own route. 
5. Model for e-learning based in social networks 
There are currently several proposed models of e-learning 2.0. Santos and Tavares proposed a model for e-
learning 2.0 global Internet communities (V. Santos & Tavares, 2004) and Santos and Amaral proposed an e-
learning 2.0 model to online and intra-enterprise communities (Vitor Santos & Amaral, 2007). These models both 
defend the build of learning communities where, by using the playful interaction, participants develop the skills of 
the alternation of roles between trainee and trainer, allowing in this way the cognitive development capable of 
producing knowledge. 
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In this section we present a model of e-learning 2.0, inspired by these assumptions, which can be implemented on 
a social network. The main goal of this model is to enable learning using the interaction between members of an 
online learning community established on a social network. This is achieved through the participation of members in 
a game where all members can switch between the role of trainee and trainer, and where the ability to learn from 
others and, secondly, to share knowledge are key factors. 
The game goals are: 
 To develop their capacity to produce knowledge in an area of "Knowledge" as it is available in the 
community; 


















Fig. 2. Representation of the positioning of the learning community on the social network. 
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Each participating member can assume the role of trainee or trainer instead. To participate in the learning 
community it is necessary that the member is registered to the network that integrates the social network that 
supports the game and the community that supports the group. The interaction between the community members is 
made through posts and reply to posts, resembling what happens in the context of any other social network group. 
The process of teaching / learning is implemented by the completion of a game where each participant challenges 
others to learn what he has to teach in his area of professional or personal expertise, sharing information and 
resources, and at the same time  is challenged to learn on subjects provided by other members. 
The challenge is placed in the form of a game. The goal is that every individual and every group take ownership 
of the "knowledge" provided by other community members, transferring it to himself. Figure 2 shows a schematic 
illustration of the positioning of the learning community in social networks. 
The game Works as follows: 
1. Any member challenges the other members of the community (submitting a post) to acquire knowledge 
on a subject in which it has an advanced knowledge, thus assuming the role of trainer to such subjects;  
2. In the challenge the objective is defined and explained to everyone, as well as the time limit for its 
achievement; 
3. In response, the elements willing to accept the challenge ( reply to the post challenge) making clear they 
will get signed and made public the commitment within the community. These elements assume the role 
of learners; 
4. The trainer encourages the search for information by promoting self-discovery and self-learning of the 
subjects. Although during the learning process the instructor is, primarily a facilitator of learning 
contributing with contents and watching the unfolding of interactions in the group, he should intervene 
whenever he observes a shift of focus of the subjects, the degradation of the material under the point of 
view of quality and scientific rigor, and a marked slowdown in activity of in learning of these subjects is 
shown; 
5. 
suggestions to existent resources, contribute with his own resources, debate or even argue, in order to 
help the further development of subjects and its better understanding, thereby facilitating peers self-
learning. The submission of resources is online, indicating the areas of expertise that the participants 
suggest in order to classify and tag the resources. In this context, learning resources are support texts, 
images, videos, links, tips, bibliographic references, etc. Alongside the learning resources, also 
an be submitted; 
6. Throughout the construction of common goals, where every group element has on the one hand to learn 
from others and, secondly, to teach them, players are informed of the degree of effectiveness of 
responses to questions posed by the instru  
7. When the time set for the achievement of the learning exchange is complete, the delivery of every group 
element in a given challenge (including the trainer) is voted by other members according to a 
prearranged scale. The vote of the trainer has a weight of 50% in the final evaluation (Figure 3). 
8. The score obtained for each element is used in a challenge to upgrade his Individual Ranking of the 
community. 
The goal of each learner in this game is to earn points individually, increasing their individual score and /or 
somatically to any team in which he is a member. Any community member can play the game, regardless of having 
or not before shared their knowledge in the form of contents to the community.  
Figure 4 presents a schematic of the game's workings for a challenge among participants A, B and C where A is 
the trainer and B and C are learners. 
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Final Considerations 
Some of the difficulties of e-learning in the Web 2.0, paradoxically, result from the students' autonomy demand 
and absorption of knowledge. This fact, which is commonly accepted as being positive, creates, on the other hand, 
difficulties guiding learners to achieve timely formal learning objectives, to validate the relevance and accuracy of 
the contents and evaluate the acquisition of knowledge.  
The model presented in this article attempts to overcome these difficulties while maintaining the main advantages 
and features of e-learning 2.0. 
An environment that encourages learning by creating learning communities is introduced, where the use of 
playful aspects (game) allows its members to use one of the most powerful means of formal learning and human 
development: interpersonal support, minimizing the constraints of teaching online: lack of the human factor, as a 
mediated method of learning.  
With this article, we contribute to the discussion on the use the information and communication technology of the 
so called Web 2.0 and social networks in e-learning and the impact achieved in the development of individual skills. 
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